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Introduction 


Hello! Thanks for taking the time to flip through ICE’s 1994 #1 Catalog. At ICE 
you are a valued customer, our number one concern is making sure that you are 
absolutely satisfied with our games and service. If you’re not satisfied with some- 
thing you found in this catalog, let us know—we'll do our best to make things right. 

In order to help you contact us with your comments, questions, and orders, here 
is a listing of our phone numbers: 


For Direct Mail Credit Card Orders..................... 1-800-325-0479 


For Trade Inquiries & New Title Info ................. 1-800-325-0479 
For An Urgent Rules Question .............s.ssscesseeeee 1-804-295-3917 


Ifitisinconvenient for you to phone us, please write with any questions, feedback 
or comments. We actually prefer questions to be written in rather than phoned in. 
Please formulate your rules questions in a “yes” or “no” format, and always include 
a#10 sized SASE for our response. Ifyou want Author/ Artist guidelines, please write 
to us and include a #10 sized SASE for our response.Our address is: 


ICE 
PO Box 1605 
Charlottesville, VA 22902 


Cyberspace, Metal Express, Rolemaster, Shadow World, Silent Death, Space Master and related supplements are trademark and copyright 
properties of Iron Crown Enterprises Inc.copyright © Iron Crown Enterprises. All rights reserved. 

Middle-earth Role Playing, Lord of the Rings Adventure Game and related supplements are copyright © TOLKIEN ENTERPRISES. THE 
HOBBIT and THE LORD OF THE RINGS and all characters and places therein are trademark properties of TOLKIEN ENTERPRISES, a 
division of ELAN MERCHANDISING, INC., Berkeley, CA. No unauthorized use permitted. All characters and places derived from the 
works of J.R.R. Tolkien are common law trademarks used underlicense from Grafton Books (Harper Collins), publishing successors to 
Unwin Hyman, Ltd. and George Allen & Unwin, Ltd., London, UK. 

Champions and Champions, the Super Roleplaying Game are Hero Games’ trademarks for their superhero roleplaying game using the Hero 
System. Dark Champions, Champions-related supplements and Hero System and its related supplements are copyright © Hero Games. 
No part of these products may be reproduced or transmitted in any form or by any means, electronic, or mechanical, including 
photocopying (except Character Sheets for personal use only), recording, or computerization, or by any information storage or retrieval 
system, without permission in writing from the Publisher: Iron Crown Enterprises, Inc., PO Box 1605, Charlottesville, VA, 22902. 


Please note prices and stock availability are subject to change 
without notice and all prices are quoted in US$. 
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Rolemaster™ Boxed Set 

Our complete boxed FRP system con- 
tains the three core books: Arms Law & 
Claw Law, Character Law & Campaign 
Law, and Spell Law. This state-of-the- 
art system adds realism and depth to 
your campaign without sacrificing play- 
ability. 
St #1000 


Boxed $38.00 
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Arms Law & Claw Law® 

(included with Rolemaster boxed set) 
AL&CL is Rolemaster’s armed and un- 
armed combat system, but it is adapt- 
able to any FRP game. Each weapon 
and attack form has its own unique 
attack and critical tables. ALe~CL adds 
excitement and realism to any cam- 
paign. 
St #1100 
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96 pgs $12.00 


Rolemaster™ 


1994 is the year of the Rolemas- 
ter revision—but don’t panic, this 
will not make existing products ob- 
solete! Rolemaster continues to be 
an ideal advanced fantasy role play- 
|| ing system for experienced gamers. 
The first quarter releases, Creatures 
e Treasures III™ and Sea Law™, 
cover material that will not be 
greatly (if at all) affected by the 
revision. Over all, the revision will 
primarily bring changes in the 
areas of skill developmentand level 
bonuses. The Core System book 
will include a discussion of 
Rolemaster concepts and mechan- 
ics, as well as a guide to using 
Rolemaster instructions that will 
give new and experienced players 
a better “feel” for the game. Of 
course, this is where the character, 
combat & magic rules will be cov- 
ered as well. There will be a new 
Player Guide aimed at making the 
GM’s job of teaching Rolemaster 
to players a lot easier!The Game- 
master Guide will give tips on role 
playing in general as well as using 
Rolemasterspecifically. This guide 
will be full of general GM material, 
including how to set up and runa 
Rolemaster campaign. If space al- 
lows, there will also be a selection 
of material from the current series 
of Rolemaster Companions. Plans 
for revising the Companion series 
focus on thematic companions (Es- 
sence Companion, Mentalist Com- 
panion, Thieves’ Companion, etc.) 
rather than spreading the material 
among several volumes. Look for 
the first release this fall. 
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Spell Law® 
(included with Rolemaster boxed set) 

Spell Law is Rolemaster’s sourcebook 
for over 2000 fantasy spells. Adaptable 
to any FRP game, Spell Law’s magic 
system includes individual spell attack 
tables, critical strike tables, a power point 
system, workable alchemy rules, and 
more. 

St #1200 $14.00 


Character Law & Campaign Law™ 
(included with Rolemaster boxed set) 
ChL&CaL is Rolemaster’s complete 
character development rules set which 
uses a combined skill and level system. 
This enables players to create truly re- 
markable and individual fantasy char- 
acters. ChL&CaL also includes exten- 

sive campaign and GM guidelines. 
St #1300 144 pgs $14.00 


Creatures & Treasures™ 
C&T provides descriptions and Role- 
master game stats for over 500 animals, 
races, and fantastic beasts, including: 
Demons, Elementals, Dragons, Undead, 
and Giants. Tables help generate un- 
usual treasures and a wide variety of 
random encounters. 

St #1400 96 pgs 


160 pgs 


$12.00 


Creatures & Treasures II™ 

C&T II is our second bestiary offering 
complete descriptions and game stats 
for hundreds of new fantasy beasts. Also 
included are tables for generating ran- 
dom treasures and encounters, and de- 
scriptions ofa multitude of magic items. 
St #1410 96 pgs $13.00 


Rolemaster Character Records™ 
This helpful book contains individual 
character sheets for every Rolemaster 
profession through RMC IV. Get all the 
information about your character on a 
few, well-organized pages. 

St#1002 144 pgs $12.00 


Rolemaster Heroes & Rogues™ 

Ever needed a detailed non-player or 
player character on the spur of the mo- 
ment? Rolemaster Heroes & Rogues pro- 
vides complete game information for 
24 characters, each at 7 different levels. 
St #1420 160 pgs $16.00 


Creatures & Treasures III™ 

Creatures & Treasures III has a new, 
easier-to-use format than previous vol- 
umes. Undead, elementals, and artifical 
constructs are some of the new types of 
creatures. Also included are guidelines 
for using and preparing new plants and 
herbs, and comprehensive charts for 
randomly generating treasure selections 
from all of the C & T books to date. 

St #1430 144 pgs $15.00 3 
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Rolemaster Companion™ 

RMC is the first in an ever-expanding 
line of optional rule compilations writ- 
ten by players of the Rolemaster game 
system. RMC provides 32 new spell lists, 
8 new professions, including Druids & 
Nightblades, and a variety of new races, 
creatures, and secondary skills. 

St #1500 96 pgs $12.00 


Rolemaster 
‘Companion I 


Rolemaster Companion II™ 

RMC II has thirteen new professions 
(including the Warrior Mage), 65 new 
spell lists, over 100 new optional skills! 
This supplement also provides com- 
prehensive master tables and descrip- 
tions for all the skills and professions in 
Rolemaster. 

St #1600 112 pgs $12.00 


Rolemaster Companion III™ 

Twenty-one variant professions (in- 
cluding the Bounty Hunter & Assas- 
sin), more than 40 new spell lists, 7 new 
critical tables, 4 spell attack tables, and 
more optional rules highlight RMC III. 
St #1700 96 pgs $12.00 


Rolemaster Companion IV™ 

Besides its optional rules and spell lists, 
RMC IV features a complete index of all 
Rolemaster spells and spell lists, along 
with a complete checklist for core rules, 
optional rules, professions, and spell 
lists from previously Companions. 

St #1800 96 pgs $13.00 


Rolemaster Companion V™ 

RMC V covers time travel, Earthnodes 
(i.e., essence pools), skill specialization, 
spellresearch, more creatures, treasures, 
skills, spell lists, professions, and more. 
St #1900 128 pgs $14.00 


Rolemaster Companion VI™ 
Yup—we did it again. As long as you 
keep buying them, we'll keep putting 
out one every year. RMC VI’s emphasis 
is on stat bonuses, flexible skill develop- 
ment, and rewards for roleplaying. RMC 
VIboasts a unified skill system, Gothic- 
Fantasy and Sci-Fantasy professions. 
St #1901 128 pgs $14.00 


Rolemaster 
Companion VI 


Rolemaster Companion VII™ 

A new Offering of optional rules, pro- 
fessions, spell lists, and campaign addi- 
tions. There are optional combat rules, 
new martial arts material, fate points, 
spell lists specifically for monsters like 
vampires and dragons, and new profes- 
sions. All this and much much more. 
ST#1902 128 pgs $14.00 


Spell User's 
Companion 


Spell User’s Companion™ 

If you like to play spell casters, then this 
one’s for you. Find magical skills, herbs, 
rituals, and dozens of new spell lists, 
including the brand new Esoteric spells. 
St #1520 160 pegs $16.00 
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Alchemy Companion™ 

Rolemaster’s definitive text on item cre- 
ation and alchemical science. Few GMs 
can afford to do without this compre- 
hensive work, which includes 19 new 
professions and hundreds ofnew spells. 
St#1530 208 pgs $18.00 


Oriental Companion™ 

New professions, spells, creatures and 
items, all with an oriental bent, appear 
in this new Rolemaster sourcebook. 
Oriental Companion contains plenty of 
background campaign information too. 
St #1540 112 pgs $14.00 


Arms Companion™ 

Rolemaster fans will find new attack 
and critical charts, new options for com- 
bat maneuvers, new skills and back- 
ground options, new rules for thieves 
and their unique skills; but NO spell 
list! Arms Companion presents an en- 
tire new system for aiming blows and 
called shots, along with a system that 
allows characters to mix armor types. 
St #1120 128 pgs $15.00 


War Law™ 

War Law is the mass combat system 
designed for use with Rolemaster. War 
Law, which comes as a boxed set, in- 
cludes a unit generation system, unit 
attack tables, maps, dice, and plenty of 
rules to simulate battlefield conditions. 
St #1110 Boxed $30.00 


Sea Law™ Available April 94 
This long-awaited 160 page sourcebook 
is all you need to handle naval combat 
in a role playing setting. From ship-to- 
ship encounters to fleet encounters, Sea 
Law has the answers, and of course, all 
of the tables & charts you'll need. There 
are guidelines on how to set up naval 
scenarios in your roleplaying campaign 
as well as a ship design system See how 
your character affects the outcome of a 
naval battle, or run a large scale battle 
without individual roleplaying charac- 
ters Included are two 17" x 22" hex 
sheets and ship counters. Sea Law also 
includes a section with stats for sea crea- 
tures that may cause more trouble than 
other ships! Don’t stay landlocked— 
get Sea Law! 

St #1130 Book Call 


Rolemaster Combat Screen™ 

This GM’s screen contains all relevant 
game charts and a critical strike table 
booklet. 

St #1001 Screen $6.00 
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Rolemaster Genre Books™ 

- Rolemaster is so versatile, weve 
started to produce Genre Books™ 

which detail specific campaign set- 

tings for use with this unified game 

system. Each title focuses on a spe- 


cific campaign setting, or genre, 
and includes the additional rules 
needed for adventuring in that set- 
ting. Ifyou re looking for a change 
of pace and wanta unusual gaming 
environment, try one of our new 
Genre Books. : 


Outlaw™ 

Outlaw contains everything you need 
to know about running an old west role 
playing game. Outlaw covers adventur- 
ing in the US, west of the Mississippi, 
from 1865 to 1901. 

St #1302 192 pgs $18.00 


Arabian Nights™ Available June ’94 
This sourcebook for Rolemaster and 
Space Master has everything you need 
for running exciting adventures in the 
mythical lands of Arabia. Politics, his- 
tory, culture, and many other topics are 
covered along with a detailed treatment 
of how Rolemaster professions, magic, 
races and creatures can be incorporated 
into this setting. This treatment also 
includes guidelines for Space Master, 
Cyberspace, historical and time-travel 
campaigns. New monsters, magical 
items and NPCs are there for the three 
full adventures and many adventure 
ideas. Rub your lamp, warm up your 
magic carpet and head off into Arabian 
Nights! 

St #1305 112 pgs Call 
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Time Riders™ 

Adventure in the greatest milieu of them 
all: Time! Time Ridersprovides you with 
a complete time travel campaign and 
gives plenty of good GMing tips for this 
intricate, fascinating game universe. 
St #1303 144 pes $15.00 


At Rapier's Point™ 

Swashbuckling in a world of Intrigue 
and Dueling! This exciting sourcebook 
details the world of duelists, codes of 
honor, and swashbuckling thrills. It 
Includes new professions, rules for black 
powder firearms and more! Also sup- 
plies historical details regarding 17th 
Century France as source material to 
provide examples and portray the na- 
ture of the genre. 

ST#1304 128 pgs $14.00 


Rolemaster 


Rolemaster 


Shadow World® Master Atlas 

2nd Edition (replaces #6000) 
This beautiful book is the cornerstone 
of our Shadow World series. It contains 
in-depth information on Kulthea, the 
Shadow World, an unparalleled planet 
of adventure, populated with all man- 
ner of fantastic beasts, peoples and na- 
tion states. Includes a huge color map 
of the western hemisphere. 
St #6050 208 pgs $24.00 


Emer, The Great Continent™ 

Emer continues the sweeping legacy of 
Shadow Worldwitha giant supplement. 
This is your guide to Kulthea’s greatest 
continent. Includes several maps. 

St #6100 Boxed $24.00 


Shadow World® | 
Shadow World®is ICE’s very own 
fantasy world environment. Are 
you looking for a complete, well- 
supported campaign setting for 
your Rolemaster game? Than 
Shadow World may be exactly what 
you're looking for. : 
All Shadow World products are 
severable and self-contained, and 
this mystical land is the ideal envi- 
ronment to plug in one’s own ex- 
isting campaign. 
If you are thinking of entering 
the Shadow World, we suggest that 
you start with the Shadow World 
Master Atlas 2nd Edition and then |} 
branch out into the Jaiman mod- 
ule and Emer. 


JAIMAN , 


Lasd of Twilight 
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Jaiman, Land of Twilight™ 

Eight adventures take players from the 
ancient tombs of forgotten kings to the 
treacherous citadels of Priests of the 
Unlife! A color map and continental 
overviewround out this exciting Shadow 
World piece. 

St #6010 96 pgs $15.00 
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Eidolon, City in the Sky™ 

Over the northern Emer port city of 
Sel-Kai floats Kulthea’s greatest won- 
der, the airborne floating city of Eido- 
lon. Explore the intrigues of this unique 
merchant town. 

St #6300 160 pgs $18.00 


Gethznna, Underearth Emer™ 

Enter the deadly subterranean realm of 
a long forgotten Esseence Lord. This 
complete campaign involves seven 
linked scenarios that send adventurers 
into the perilous heart of Gethzena’s 
enduring mysteries. Included area full- 
color 21” x 16” map of Gethzena, and 
complete statistics for flora, fauna, and 
beasts unique to the Underworld Realm, 
as well as the Ishru, rulers of this land. 
St #6301 128 pgs $16.00 


Gathering Darkness™ 
Available April ’94 

The events in The Grand Campaign for 
Shadow World will change the course 
of history in Kulthea forever. The jour- 
ney spans Emer, Jaiman, and beyond, 
bringing the characters face-to-face with 
one of the most powerful dark cults to 
arise in the Shadow World. A Gathering 
Darkness is the first installment of The 
Grand Campaign trilogy. Adventurers 
are swept through magical Flow- 
storms, pursued by the evil Messengers 
of Syrkakang, and even draw the atten- 
tion of the seemingly immortal scribe 
Andraax. The characters are supplied 
with a detailed history, personality pro- 
file, and unique equipment that make 
each an integral part of The Grand Cam- 
paignthrough either their heritage, abili- 
ties, or inheritance. A Gathering Dark- 
ness also includes: more than thirty dif- 
ferent adventure sites, some with mul- 
tiple “encounters” possible; full color 
map of the continent of Jaiman; new 
background material on the evil Iron 
Wind and its minions, and other dark 
forces; and updated timeline, with fu- 
ture and secret events for the Game- 
master. 


St #6302 112 pgs Call 
Quellbourne, Land of the 

Silver Mist™ 
St #6001 64 pgs $12.00 
Demons of the Burning Night™ 
St #6003 64 pgs $12.00 
Sky Giants of the Brass Stair™ 
St #6012 64 pgs $12.00 


Norek"™, Intrigue in a 
City-state of Jaiman 
St #6014 80 pgs $13.00 


Rolemaster 


Space Master: The Science Fiction 
Role Playing Game™ 
(replaces #9000) 
Space Master is a comprehensive sci- 
ence fiction RPG critically acclaimed by 
players and industry figures alike. In- 
cluded are exciting man-to-man com- 
bat rules, realistic character generation 
guidelines, extensive campaign mate- 
rial, and a rich future history. 
St #9050 336 pgs $26.00 


Space Master Companion I™ 

An optional and variant rules compila- 
tion for the popular Space Master RPG. 
Included are: comprehensive new skill 
listings with new professions and devel- 
opment point costs. 

St 9002 96 pgs $13.00 


A Sourcebouk For 


Aliens & Artifacts™ 

Aliens & Artifactsis Space Master’sbook 
of creatures & treasures. This manual 
compiles alien races by ecosystem, and 
includes a listing of odd technological 
items. 

St #9003 144 pgs $14.00 


Space Master Companion II™ 
Available April ’94 

Space Master Companion ITexpands the 
Space Master system in new directions 
with an offering of fresh optional rules, 
professions, equipment and campaign 
additions—material for both Game 
Masters and players! The section on 
weapons & equipment provides a huge 
list of cybernetics as well as powered 
armor. Learn how to vary the techno- 
logical & sophistication levels of items 
(range, durability, power source, etc.), 
tailor-making each to a specific planet, 
company or group. There are also more 
examples of aircraft & spacecraft, and 
vehicle construction ideas and rules. 
For your characters, there are new skills 
& development options as well as new 
races—including aliens—usable as 
player or non-player characters. The 
128 pages of Space Master Companion II 
is just what your Space Master cam- 
paign needs! 

ST#9004 112 pgs Call 
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Silent Death 


Silent Death™ Deluxe Edition 

This deluxe set contains 18 metal 
starfighter miniatures, dice, maps, color 
counters, a scenario folder and more. 
The game comes ready to play with only 
three pages of rules to read for the basic 
game. Challenge deadly opponents and 
the cold hard vacuum of deep space 
with Silent Death. 

St #7010 Boxed $40.00 
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Silent Death Unleaded™ 

This is the same game found in the 
Deluxe Edition, but without the 18 metal 
miniatures (un-lead-ed, get it?). Never- 
theless, it’s as ready to play, since play- 
ers can use the full-color counters pro- 
vided to represent their starfighters. 

St #7000 Boxed $20.00 
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-Silent Death™ 


Silent Death: The Next Millen- 
nium™ is due out by late summer. 
Welcome to the world of Silent 
Death 100 years or so later—same 
acclaimed space fighter combat 
game, but now with fresh, new 
background stories and some rules 
changes for the better. Also, the 
new Silent Death line will feature 
plastic ship miniatures instead of 
metal. All you need to play is pro- 
vided, including some plastic ships. 
The Deluxe version will offer more 
plastic ships and a comprehensive 
rulebook containing all the basic, 
advanced and optional rules devel- 
oped to date, as well as some new 
ideas. And, the deluxe rulebook 
will be available for separate sale 
for those long-time Silent Death 
fans not yet willing to switch to 
plastics. The current Silent Death 
line shown here will be available 
while supplies last. - 


Overkill: The Ptolemean Wars™ 
Overkill™ is Silent Death’s first expan- 
sion set. It includes a full color counter 
sheet, rules for gunboats, and plenty of 
new scenarios. 

St #7011 64 pgs $14.00 


Silent Death 
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Black Guard: 

The Ptolemean Wars Continue™ 
Black Guard™ picks up where Overkill 
left off, continuing the first expansion’s 
campaign, and providing players witha 
complete, updated set of starfighter dis- 
plays. 

St #7012 48 pgs $9.00 


Night Brood: 

Campaign Against the Grubs™ 
Aliens finally make their gruesome ap- 
pearance. Night Brood™ is the third 
expansion set for Silent Death, though 
ownership of Overkill and Black Guard 
aren’t necessary to play it. This boxed 
set includes six new miniatures and a 
color counter sheet. 

St #7013 Boxed $20.00 


Silent Death™ Miniatures 
These metal starfighter minis are manu- 
factured by RAFM Company Inc. to 
ICE specifications. 1-3 ships and bases 
are supplied per blister card. Starcraft 
Displays for miniatures #901-912 ap- 
pear in the Silent Death game (either 
version). Displays for #913-918 are pro- 
vided in the Overkill expansion, while 
stats for #919-924 come in Black Guard. 
#925-930 are Hatchling alien fighters 
which are described in Night Brood. 

St #901-930 $4.00 each 


Spirit Rider™ St #901 
Small, but tough provincial fighter. 3 
per pack. 


Thunder Bird™ St #902 
Aging Imperial design, bolstered with 
an increased torp load. 2 per pack. 


Night Hawk™ St #903 
Deadly Transtar attrition fighter, armed 
with six splatterguns. 2 per pack. 


Seraph™ St #904 
Rugged, heavily armored 2-man fighter. 
2 per pack. 
Salamander™ St #905 
Excellent, all-purpose medium fighter. 
2 per pack. 


Epping™ St #906 
Poorly armored missile gunboat of pro- 
vincial design. 2 per pack. 


Teal Hawk™ St #907 
Fast, well-armored medium fighter. 2 
per pack. 


Sorensen III™ St #908 
Converted customs vessel functions as 
a stand-off warhead platform. 2 per 
pack. 


Revenge™ St #909 
Heavy strike fighter carrying ten Mk50 
torps. 2 per pack. 
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Silent Death 


Cyberspace 


Pharsii II™ St #910 
This ultimate heavy figher carries mis- 
siles and splatterguns. 2 per pack. 


Pit Viper™ St #911 
Light provincial attrition fighter—agile 
but vulnerable. 3 per pack. 

Shryak Shuttle™ St #912 
Stock hypershuttle converted into the 
combat role. 2 per pack. 


Blizzard™ St #913 
Light fighter packing four torps and a 
Disruptorgun. Stats in Overkill. 3 per 
pack. 


Kosmos™ St #914 
Upgraded single man fighter carrying 
depletable munitions. Stats in Overkill. 
2 per pack. 


Hell Bender™ St #915 
All-purpose fighter with an array of 
weapon systems. Stats in Overkill. 2 per 
pack. 


Death Wind™ St #916 
An Ion Ram gives this medium fighter 
a hefty punch. Stats in Overkill. 2 per 
pack. 


Glaive™ St #917 
Provincial heavy fighter toting the 
deadly plazgun anda pair of protobolts. 
Stats in Overkill. 2 per pack. 


Drakar™ St #918 
5-man gunboat seeing service in heavy 
fighter wings. Stats in Overkill. 2 per 
pack. 


Dart™ St #919 
Fast and very elusive single man fighter. 
Stats in Black Guard. 3 per pack. 
Talon™ St #920 
A design bridging the gap between light 
and medium fighters. Stats in Black 
Guard. 2 per pack. 
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Lance Electra 


Lance Electra™ St #921 
Unconventional medium fighter design. 
Stats in Black Guard. 2 per pack. 


Sentry™ : St #922 
Silent Death’s very own flying brick. 
Stats in Black Guard. 2 per pack. 


Star Raven™ St #923 
Excellent all-around gunboat design. 
Stats in Black Guard. 2 per pack. 


Betafortress™ St #924 
A brutal heavy gunboat, carrying five 
crewmen and plenty of plazgun arma- 
ments. Stats in Black Guard. 1 per pack. 


Larva™ St #925 
This Hatchling light fighter leads off a 
strong selection of Night Brood fighters. 
3 per pack. 


Remora™ St #926 
Alien light retrieval vessel. Statsin Night 
Brood. 2 per pack. 

Squidge™ St #927 
Grub medium fighter with good ink 
dispersal capability. Statsin Night Brood. 
2 per pack. 


Lamprey™ St #928 
Excellent alien medium fighter and re- 
trieval craft. Stats in Night Brood. 2 per 
pack. 


Manta™ St #929 
Well-armed Hatchling fighter with 
plenty of drones and the deadly spore 
mole launcher. Stats in Night Brood. 2 
per pack. 


Muskellunge™ St #930 


Heavy grub fighter with crushing Z- 
Beams. Stats in Night Brood. 2 per pack. 


Cyberspace™ 

This complete role playing game con- 
tains a world environment, combat 
rules, and all you need to create a varied 
cast of despicable characters. Player 
development rules cover cybernetic 
enhancements, computer implants, 
and all the personal improvements a 
character could want. 

St #5100 208 pgs $18.00 


Sprawlgangs & Megacorps™ 

This Cyberspace sourcebook provides 
background and detailed illustrations 
for gangs, organizations, corporations 
and several important NPCs. 

St #5101 64 pgs $12.00 
Edge-on™ 

Four adventures for brave, hungry or 
foolish mercenaries, set in a grim world 
where norms are forgotten and capital- 
ism has gone mad. 

St #5102 48 pgs $9.00 


CyberRogues™ 

CyberRogues contains a cast of gritty 
NPCs for your near-future campaign. 
Each character comes with background 
information and stats. 

St #5103 32 pgs $10.00 


_ Cyberspace™ © 


Deved from our popular 
Rolemaster and Space Master sys- 
tems, Cyberspacehas its own unique 
set of self-contained rules. No other 


tulebooks are needed for play. _ 
~ Though these cyber rules from 
ICE will stay in print this year, 
alongwith the current supporttitles 
as supplies last, there will not be 
any new releases in this line. 


The Body Bank™ 

The Body Bank has the stats and back- 
grounds for 27 of San Francisco’s most 
interesting up ‘n coming personalities. 
St #5104 32 pgs $10.00 
Death Valley Free Prison™ 

To deal with an overburdened US prison 
system, Death Valley and the Mojave 
Desert are converted into a maximum 
security penitentiary. 

St#5105 112 pgs $16.00 
Death Game 2090™ 

There’s a new stimtech game technol- 
ogy hitting the arcades, but when is a 
stimgame only a game, and when does 
it cross the threshold into grim reality? 
St #5106 48 pgs $9.00 
Chicago Arcology™ 

At the heart of the depraved labyrinth 
of crime and decay known as the Mid- 
western Sprawl rises New Edison’s glis- 
tening Chicago Arcology. Therich-poor 
juxtaposition sends the Sprawlzone’s 
residents into fits of destruction. 

St #5108 208 pgs $20.00 
Cyber Europe™ 

Take your Cyberspace campaign to the 
shores of Europe. A land more sophis- 
ticated than America, but no less deadly. 
St#5109 208 pgs $15.00 
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HERO System Rulesbook™ 
(Included in Champions) 

The award-winning Hero System lets 
you role play any time, any place, any 
technology, and any power level. The 
unique character design rules allow cre- 
ation ofany character, whether he comes 
from a movie, a book, or your own 
imagination. The Hero System gives you 
complete control over character gen- 
eration, down to the last detail. 

St #500 224 pgs $20.00 


“A Campaign Baws for Chompione’ one the SHEETS 0 


Ninja Hero™ 

Ninja Hero is a complete martial arts 
supplement. Simulate martial arts mov- 
ies or your favorite ninja comics with 
this rib-cracking campaign book. 

St #501 176 pgs $17.00 
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HERO System 


HERO System™ 

Not everyone knows it, but the 
Hero System™ was our industry’s 
first Universal Role Playing Sys- 
tem. Really. No kidding! 

Many other “universal” systems 
have been published since Hero 
Games came out with Champions® 
in 1981, but few have been able to 
approach the popularity of this 
convention and game club favor- 
ite. 

ICE acquired the license to pub- 
lish Hero Games products in 1986 
and we've been very happy with 
the response this line has received. 
There is a huge body of grass roots 
supporters for the various Hero 
Games titles out there. If you play 
Hero Games you can give yourself 
a pat on the back for being part of 
this industry phenomenon. | 

As more campaign books get 
published for the Hero System, the 
differentiation between Hero Sys- 
temproductsand their pro-genitor, 
Champions, becomes more defined. 
In this catalog, we'll start with the. 
Hero System campaign books, and 
then move on to the incomparable 
Champions and its multitude of 
support pieces. 


Western Hero™ 


Western Herois the definitive campaign 
book for adventures in the Wild West. 
Get stats for every legendary figure. 

St #504 208 pgs $20.00 


1-800-325-0479 
ICE Catalog 1994 #1 Ordering Information 


We ship your order using the fastest, most eco- 
nomical method available. If your selections are 
currently in stock, we usually take 4-5 days to 
process your order. We will ship it UPS or US 
mail. Shipping time from Virginia to your part of 
the US will usually take 2-10 extra days. 


How to Order 

Please read the following instructions carefully. 

1) Complete an ICE Order Form. Be sure to 
print your name, address, and daytime phone 
number legibly. 

2) Calculate the Sub Total of your order (adding 
tax if you are a VA resident), then add the 
following shipping charge: 

e United States orders of less than $75.00 add 
$4.00; orders of $75.00 or more add $6.00; 
orders of $150.00 or more add $9.00. 

e Canadian orders of less than $50.00 add $5.00; 
orders of $50.00 to 149.99 add $8.00; orders of 
$150.00 or more add $15.00. 

e Overseas orders calculate their shipping charge 
based on Area Group Number, listed below. 

3) Add your shipping charge to the order’s Sub 
Total to get your order’s Grand Total. 

4) Include Alternate Choices with your order, as 
some items may be temporarily out of stock. 

5) Send your completed order form with pay- 
ment in US dollars (check, credit card, or 
money order—no cash or COD). Make checks/ 
money orders payable to ICE. VISA and 
MASTERCARD orders ($10.00 minimum) 
call (800) 325-0479 or FAX (804) 977-4811. 
VA residents, Canadians & overseas custom- 
ers call (804) 295-4280. Please make phone 
orders from 10AmM-3pm, EST, Mon to Fri. 


International Orders 
Overseas customers should make payment in US 
dollars only, preferably by credit card or Interna- 
tional Money Order. Orders paid by International 
Money Order will not be processed until the 
actual payment is received. We can’t deposit 
checks drawn from non-US banks. Shipping 
charges outside the US / Canada are as follows: 


Area Group One: 

(Caribbean Islands, Central America, American 
& Western Samoa, Bahamas, Bermuda, Guam, 
Philippines, St. Pierre & Miquelon.) 

Surface Mail: add $7.00 on orders less than 
$50.00; add $11.00 on orders of $50.00 to $149.99; 
$18.00 on orders $150.00 to $249.99; $25.00 on 
orders $250.00 or more. 

Air Mail: add $20.00 on orders less than $50.00, 
add $30.00 on orders of $50.00 to $149.99; $50.00 
on orders $150.00 and up. 


Area Group Two: 

(Europe [except EUN], North Africa, South 
America, Middle East.) 

Surface Mail: add $10.00 on orders less than 
$50.00; add $14.00 on orders of $50.00 to $149.99; 
$20.00 on orders $150.00 to $249.99; $28.00 on 
orders $250.00 or more. 

Air Mail: add $30.00 on orders less than $50.00, 
add $50.00 on orders of $50.00 to $149.99; $70.00 
on orders $150.00 and up. 


Area Group Three: 

(Africa [except NorthAfrica], Asia, Indian Ocean 
Islands, Pacific Ocean Islands, Australia, New 
Zealand, EUN.) 

Surface Mail: add $10.00 on orders less than 
$50.00; add $14.00 on orders of $50.00 to $149.99; 
$25.00 on orders $150.00 to $249.99; $30.00 on 
orders $250.00 or more. 

Air Mail: add $35.00 on orders less than $50.00, 
add $60.00 on orders of $50.00 to $149.99; $85.00 
on orders $150.00 and up. 


Surface Mail can take from three weeks to two 
months. Air Mail usually takes 15 to 20 days. The 
higher your Area Group Number, the longer the 
delivery time. All customs duties are the respon- 
sibility of the purchaser. 


Rush Orders 
ICE can send credit card orders by Ist or 2nd day 
UPS. Purchaser will be billed the actual shipping 
cost. Rush orders must be received by 10:30AM 
Eastern Standard Time and include a daytime 
telephone number. 


Adventurer’s Club™ Magazine 

The magazine for Hero Gamers! The ar- 
ticles and columns are dedicated to expand- 
ing and improving the already fine line of 
Hero Games. The AC answers your ques- 
tions and keeps you informed about upcom- 
ing releases. And there’s a complete ready- 
to-play adventure in every issue! Look for 
the AC at better retail outlets. Subscriptions 
are US $12.00 for four issues to the US or 
Canada; $18.00 overseas. US funds only. 


Grey Worlds™ Magazine 

Grey Worlds is a new resource for gamers 
looking for ideas, optional rules, scenarios 
& discussions onICE’s Rolemaster, Shadow 
World, Space Master, Cyberspace, Silent 
Death and MERP. NotanICE publication 
nor available from ICE, place orders to 
Grey Worlds, 1008 Hillwood, Lewisville, 
TX 75067, phone (214) 221-9039. Sub- 
scriptions are US $20.00 for 4 issues to the 
US or Canada; $30.00 overseas. US $ only. 
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CHOICES: Description Price Price 
Shipping Charges 

U.S. 

Order Value 

< $74.99 

$75.00-$149.99 

$150.00 = 


Canada 
Order Value Charge 
< $49.99 $5.00 
$50.00-$149.99 $8.00 
$150.00 = $15.00 
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e Alternate Choices ° 
Stock Unit 
Code Description Qty Price Price 


Send your order to: 
ICE 
PO Box 1605 
Charlottesville, VA 


SUB TOTAL 
VA Residents add 4.5% Tax 
Plus Postage/Handling Charges 


Credits 
CITY We STATE —— ZIP 
To GRAND TOTAL 


6 ( ) 


SIGNATURE 


ADDRESS (for shipping) 


Please Check Appropriate Box: 
ADDRESS (for credit card billing) —— — — ——— o Visa o Master Card 
Card No. 


CITY veer ees BIA Issuing Bank 


Q ; : 
O ( Expiration Date 


Please read the important ordering information on the reverse side of this sheet. 


1-800-325-0479 
More Product Information for our Customers 


Rolemaster Computer Companion I™ 

Are you tired of dice rolling to resolve 
your Rolemaster combats? Are the book- 
keeping chores of updating your PCs and 
NPCs driving you to distraction? Do you 
love Rolemaster but wish it were easier to 
run? 

Now the Rolemaster Computer Compan- 
ion from Unicorn Software allows you to 
automate your role playing sessions: com- 
bat, maneuvers, spell casting, and character 
record keeping are all covered. Items, 
wounds, and spells can be easily recorded. 
Spell and wound durations are saved as they 
occur and automatically updated as they 
change. The RMCC is incredibly flexible; 
you can actually edit the data base to fit your 
game (e.g., you can edit any of the races, 
professions, and monsters supplied, or add 
your own). The program also supports hun- 
dreds of skills. 

RMCC requires an IBM PC or compatible 
running DOS 3.1 or later, having 2.5 meg 
hard drive space and 480K RAM. Please 
specify 5.25" or 3.5" diskettes. RMCC is 
supported by Unicorn Software. This prod- 
uct can be ordered directly from ICE (the 
cost is $39.95 plus our usual $3 shipping 
and handling fee). For more information, 
you may contact Unicorn Software at 613- 
738-9750 (7pm-10pm EST). 

St #CAP2 $39.95 


LIMITED AVAILABILITY 

PRODUCTS 
We have very limited quantities of the fol- 
lowing titles, many of which will be going 
out of print. For information on the avail- 
ability of these products, call (800) 325- 
0479 or (804) 295-4280, 10-3 EST, Mon. to 
Fri. 


Campaign Classics 


(#1010) Robin Hood ..........ceceeeeeneeeeees $15.00 
(#1030) Vikings .........ccccceeeeereceseeeeeeeees $13.00 
(#1040) Pirates... ceeeceeteeseteetee $15.00 
(#1050) Mythic Egypt sessen $16.00 


Middle-earth 


(#3300) Havens of Gondor ................0006 $12.00 
(#3800) Far Harad ooo... cece eceeeeeeceeeeee $12.00 
(#3900) Shadow in the South ..........0...... $12.00 
(#8040) Hillmen of the Trollshaws .......... $7.00 
(#8050) Thieves of Tharbad .........0..00.00. $7.00 
(#8104) Pirates of Pelargir..............c00 $6.00 
(#8107) Woses of the Black Wood .......... $6.00 
(#8109) Ghosts of the So. Anduin............ $7.00 
Shadow World 

(#6002) Magic Isle 00... .ceceescesseseeeeeees $9.00 
(#6004) Loremasters Vol 1 ou... cece $6.00 
(#6005) Star Crown Empire .................. $12.00 
(#6006) The Orgillion Horror................... $6.00 
(#6007) Desert Jewel ........cccccccescesceeseees $12.00 
(#6008) Loremasters Vol 2.............::0:0000 $6.00 
(#6009) Cyclops Vale ..........cccesseseseeeeseees $6.00 
(#6011) Islands of the Oracle ............0.000. $9.00 
(#6013) Nomads of the Nine Nations.....$12.00 
(#6200) Stormriders (novel) .............00000 $6.95 
Bladestorm 

(#7500) Bladestorm (boxed set) ............. $30.00 
(#7501) Bladestorm Bestiary. .................. $13.00 
Space Master 

(#9010) Star Strike (boxed set)............... $30.00 
(#9012) Vessel Comp #2 nosses $12.00 
(#9013) Vessel Comp #3 ...........cccceeeeeeee $12.00 
(#9101) Akaisha Outstation ..........c ee $6.00 
(#9102) Cygnus Conspiracy ..............:.0066 $6.00 
(#9103) Tales from Deep Space ............... $6.00 
(#9104) War on a Distant Moon................ $6.00 
(#9105) Durandrium Find ..............0c00 $6.00 
(#9106) Legacy of the Ancients ............... $6.00 
(#9107) Disaster on Adanis III................. $6.00 
(#9300) Imperial Crisis... eee $12.00 
(#9600) Beyond the Core ............ccccscee $12.00 
(#9700) League of Merchants ................ $12.00 
(#9800) Raiders from the Frontier............ $9.00 
HERO Games 

(#AC#) Adventurer’s Club #2, 3, 7.......... $2.50 
(HACH) AC #8 through #12... $3.00 
(HACL3) AC 413 ooo ii $5.00 
(#AC#) AC #14 through #18... $3.00 
(FACTO) ACFE oannaam $4.00 
(#23) GadBets! orson $8.00 
(#31) Wrath of the 7 Horsemen................ $6.00 
(#34) Target: Hero .......cccceecsesseseeseseesees $6.00 
(#35) Robot Gladiators .........ccccceeeeeeeees $6.00 
(#38) VOICE of Doom uu... ceceeeeeees $6.00 
(#39) Red Doom .........ccccccceccecseseeseeseeeeees $6.00 
(#40) Scourge from the Deep ................... $8.00 
(#44) Serve & Protect o.e $6.00 


Fantasy Hero™ 

This campaign book shows you how to 
run any sort of fantasy campaign using 
the Hero system. Complete guidelines 
are given for creating characters, magic 
systems, weapons, armor and more. 
St #502 256 pgs $20.00 


Fantasy Hero Companion™ 

The Fantasy Hero Companion has ev- 
erything needed to make your Fantasy 
Hero campaign even better. There are 
floor plans, monsters, spells and even 
guidelines for mass combat. 

St #503 144 pgs $15.00 


Fantasy Hero Companion II™ 

The fantasy genre is just too big for two 
books, so here’s more of everything 
you're looking for, including arche- 
types, ship rules, and spell guilds. 

St #506 160 pgs $16.00 


Cyber Hero™ 

It was only a matter of time before the 
Hero System took on Cyber, and you 
won't be disappointed. This book has 
package deals, equipment, cybergear, 
combat rules, and source material to 
play in the gritty streets and computer 
lines of the dark future. It’s all here. 

St #505 224 pgs $20.00 


HERO System 


Hero Bestiary™ 

The Hero Bestiary is your indispensable 
guide to animals and monsters found in 
every genre. From Pixies to Hunter 
Cyborgs, the Hero Bestiaryhas them all. 
St #507 192 pgs $18.00 


HERO System Almanac #I™ 

The first in a series of sourcebooks for 
the Hero System, The HERO System Al- 
manac #I is packed full of new rules, 
new characters, campaigning tips and 
more; this book includes an update of 
the Champions Universe. A must for all 
Champions and Hero System fans. 

St #508 96 pgs $13.00 


Horror Hero™ 

Hero meets Horror—a perfect match! 
Add spine-tingling terror to your Hero 
System roleplaying with Horror Hero. 
It’s packed with new rules, characters, 
magic systems and monsters. Several 
terrifying campaign backgrounds are 
included along with complete rules for 
adding, creating and GMing horror 
storylines in any Hero System game. 
Hero’s universal system is a natural for 
handling horror in any setting, any- 
time, anywhere! Be afraid. Be very 
afraid. Horror Hero — the best source 
on roleplaying horror. 

St #509 224 pgs $20.00 
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Super Role-pleying Game 
HERO System Rules «x 


Champions 
The Super Roleplaying Game® 
(replaces #400) 
Play your favorite comic book hero, or 
create your own! The character genera- 
tion system lets you design your heroes 
exactly the way you want them. The 
combat system is easy to play. Also cov- 
ered are skills, powers, disadvantages, 
weapons, and guidelines on campaign- 
ing. Champions is the last word on su- 
perhero role playing. Champions con- 
tains the Hero System rules, and is now 
published ina less expensive soft cover 
format. 
St #450 336 pgs $26.00 


Champions GM Screen 

& Accessories™ 
This package has all the accessories nec- 
essary to make a GM’s life easier and to 
speed up play. 
St #401 $12.00 


Mind Games™ 

Mentalists come to Championsthrough 
the secretive organization PSI. This or- 
ganization book contains several chal- 
lenging scenarios for your heroic band 
of avengers. 

St #402 48 pgs $8.00 


Champions 


= Champion® _ 
-Don’t just read comic books— 
live them with the most played su- 
per hero role playing game of all 
time! Champions was the first, and 
remains the best set of role playing 
guidelines for the superhero genre. 
And because Championsis so com- 
prehensive, absolutely any sort of 
comic book character can be por- 
trayed. From hard-boiled detec- 
tives, to high-powered do-gooders: 
in bright tights, Champions has it 
covered. a 


Classic Enemies™ 

Over 80 of the world’s most dastardly 
villains are now gathered in one vol- 
ume. This is an indispensable product 
for all Champions GMs and no cam- 
paign can afford to be without it. 

St #403 112 pgs $13.00 


Challenges for Champions™ 
Here are ten short scenarios, 17 new 
villains, game ideas, and suggestions for 
designing your own scenarios. 
St #404 64 pgs $9.00 


The Zodiac Conspiracy™ 

The Zodiac is an organization of vil- 
lains usable in adventures or as recur- 
ring foes. 

St #406 48 pgs $11.00 


Invasions: Target Earth™ 

Run invasions, find out what leaders 
are like, and meet different types of 
invading forces. 

St #407 48 pgs $8.00 


Day of the Destroyer™ 

Dr. Destroyer—the greatest, most evil 
mind ever—has announced his return. 
St #408 32 pgs $7.00 


Invaders from Below™ 

Below the earth’s surface the Subterrans 
hide and plot. 

St #409 64 pgs $10.00 


Kingdom of Champions™ 

Take your All-American superheroes 
to Britain and match wits with new, 
dastardly British super villains. 

St #410 208 pgs $18.00 


Champions in 3-D™ 

Ever wonder what happens after your 
superhero steps through that mysteri- 
ous flickering portal? Champions in 3-D 
has extensive guidelines for running 
extra-dimensional Champions adven- 
tures. 

St #411 160 pgs $16.00 


Demons Rule™ 

A new gang of punks, The Demons, 
have hit town, and they’re causing seri- 
ous trouble. 

St #412 32 pgs $7.00 


Alien Enemies™ 

Alien Enemies provides more than 40 
alien villains and oddities for your 
Champions campaign. New cover. 

St #413 64 pgs $12.00 


The Olympians™ 

Zeus decides to re-open the portal to 
Earth, but instead of the age of heroes, 
Greek gods emerge into the 20th cen- 
tury. 

St #414 48 pgs $9.00 
Road Kill™ 

Face Road Kill, a heavy metal rock band 
whose membersare not only super stars 
but are super villains to boot. 

St #415 32 pgs $7.00 


Champions 


Classic Organizations™ 

The companion book for Classic En- 
emies that no Champions player should 
be without! Classic Organizations con- 
tains write ups of DEMON, Red Doom, 
New Guard and more. 

St #416 192 pgs $18.00 


European Enemies™ 

European Enemiesis a villain collection 
which concentrates on the criminal 
minds living across the Atlantic. 

St #417 96 pgs $13.00 


Champions Presents #1™ 

Champions Presents #1 is an anthology 
of three hard-hitting, foe-smashing 
adventures. Don’t miss them! 

St #418 128 pgs $14.00 


Champions of the North™ 

In the tradition of the excellent King- 
dom of Champions, this sourcebook 
details superheroes north of the bor- 
der—in Canada! 

St #419 144 pgs $14.00 


Å Sourcebook for pees s440 


Normals Unbound™ 

Need to fill out he details of that pesky, 
dependent NPC, or your hero’s favorite 
sidekick? Normals Unboundintroduces 
plenty of interesting campaign cast 
members for Champions and Dark 
Champions. 

St #420 96 pgs $13.00 
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VIPER™ 

The boys in green are back! This is the 
complete sourcebook for the most pow- 
erful & villainous organization in the 
Champions Universe. Background, new 
agent types, new weapons, newvehicles, 
new supervillains and new (and old) 
adventures! These new super-powered 
operatives will raise your Champions 
campaign to the heights of villainy! 


St #425 192 pgs $20.00 
Champions Universe™ 


Finally, here is the manual that brings 
the rich world of Champions into fo- 
cus. Information is drawn together 
from every Championssupplement pub- 
lished to date to create the definitive 
work on Hero Games’ superhero uni- 
verse. 

St #421 192 pgs $18.00 


High Tech Enemies™ 

Here is our latest compilation of fiend- 
ish villains for your upstanding group 
of heroes to do battle with. 

St #422 96 pgs $13.00 


Champions 


Champions Presents #2™ 
This 144 page supplement continues 
the tradition begun by the first Cham- 
pions Presents providing three exciting, 
action-packed adventures for use with 
Champions the best in super-hero role 
playing. Each adventure comes with 
new villains, characters, tips for the 
Game Master, and ideas for linking them 
into a mini-campaign. Champions Pre- 
sents #2 has something for everyone. 
St #424 144 pgs $15.00 
Allies™ 

An enemies sourcebook for Champi- 
ons; except this time there are no en- 
emies! Instead you'll meet Executive 
Sanction, The Posse, Felix 9, and the rest 
of the potential allies found in this 
sourcebook. They're here to help your 
heroes, but with friends like these you 
may wonder who needs ENEMIES™! 
St #427 96 pgs $13.00 


The Mutant File™ 

This sourcebook for Champions takes 
an in-depth look at the mutants in the 
Champions Universe, it examines what 
makes a mutant, what it means to be a 
mutant, and who is a mutant. The Mu- 
tant File includes over 30 new charac- 
ters,arandom mutant-generator, anda 
write-up on the organization Genocide. 
St #428 96 pgs $13.00 


Creatures of the Night: 
Horror Enemies™ 

Explore the world of horror in a super- 
powered setting with this 96 page 
sourcebook for Champions. Creatures 
of the Night contains over 50 new hor- 
rific characters to challenge your brav- 
est heroes. Extensive notes on how to 
integrate horror into your Champions 
campaign are included— scare up some 
excitement with Creatures of the Night! 
St #429 96 pgs $13.00 


Dark Champions™ 

Here comes the ultimate sourcebook 
for the twilight world of vigilante su- 
perheroes. Dark Champions is jam- 
packed with new rules for creating and 
role playing gritty avengers. There are 
new combat maneuvers, rules, cam- 
paign descriptions, modern weapon 
lists, criminal organizations and much, 
much more. Step into harms way on 
the grimy, hard-hitting streets of Dark 


Champions. 
St #423 208 pgs $20.00 
Shadows of the City™ 


A trilogy of linked adventures brings 
your Champions campaign to the city 
streets! Get down and dirty with the 
intertconected adventures that empha- 
size plot and challenge your heroes’ 
detective skills. This book is sure to be 
a hit for fans of Dark Champions and a 
chilling change of scenery for others 
who dare explore the darker side of the 
Champions Universe! 

St #426 144 pgs $15.00 


Champions 


Dark Champions™ 
As a change. of ‘pace to superhero 
story lines, the Dark Champions 
series of products bring: four color 


hard -edged, gritty near future set- 
ting: and some excellent writing has 


The author of Dark Champions, 
Steven Long, has also provided | us 
with Justice, Not Law, a campaign 
setting, and the upcoming An Eye 
For An Eye campaign sourcebook. 
The other Dark Champions sup- 
port titles are Shadows of the City, 
Underworld Enemies, and the up- 
coming Murderers’ Row. Creatures 
of the Night: Horror Enemies and 
Normals Unbound do double duty 
as support item for both Dark 
Champions and Champions. 
There’ $ plenty of material for fans 


roic ‘roleplaying! 


Justice, Not Law™ 

This companion to Dark Champions 
takes you even further into the twilight 
world of street justice and vigilantism, 
where the line between hero and villain 
is as thin as the blade of a knife. This 
sourcebook, written by the author of 
Dark Champions, is usable with both 
Champions and the Hero System. 
Jammed full of rules and background, 
this is a must for fans of street level 
roleplaying. 

St #430 192 pgs $18.00 
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Champions 


Underworld Enemies™ 

Underworld Enemies brings you new 
street level villains for Dark Champions 
and Champions. Over forty newvillains 
to challenge you on the streets. Ran- 
dom Encounter Charts that list all the 
foesin Underworld Enemies are perfect 
for planning just what villain the play- 
ers will meet, or for patrol encounters. 
This first enemies supplement especially 
for Dark Champions is bound to be hit 
with all Champions fans as well, and 
anyone playing street level games! 
WARNING: Recommended for Ma- 
ture Players Only! 

St #431 96 pgs $13.00 


Murderers’ Row™ 
Available April ’94 

This Dark Champions enemies book 
provides over 50 new bad guys to chal- 
lenge players of all levels & powers. 
Each villain includes ideas on how to 
scale the foe up to a full-blown 
superpowered one or tone down to a 
non-powered true street-level foe. Of 
course there is a section on murder 
investigations! 

St #433 96 pgs Call 
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An Eye For An Eye™ 

An Eye For An Eye is jam-packed with 
newrules, new weapons, and new orga- 
nizations. There are heavy weapons, 
hot ammunition, new vehicles, new 
combat maneuvers, and complete or- 
ganizations both good and evil. Ex- 
panded character creation, newinvesti- 
gation techniques, new package deals, 
advice on team play and a close-up look 
at RAVEN are features sure to please 
players and GMs alike. An Eye For An 
Eye is indispensable material for any 
modern or near-modern campaign, in- 
cluding Dark Champions, Champions, 
Cyber Hero or Horror Hero. 

St #432 128 pgs $14.00 


Corporations™ Available May 94 
From board room fights to fights in the 
board room, it’s all here—everything 
you ever needed to know about Corpo- 
rations in the Champions Universe. Are 
they faceless foes for the heroes to fight, 
benevolent patrons ready to aid the 
heroes in their war against crime, or just 
neutral entities out for a big profit? All 
facets of corporationsare covered, from 
their organization and goals to proxy 
fights and takeover bids. Over thirty 
corporations, as well as the characters 
who make them what they are, are de- 
tailed in this 112 page sourcebook for 
Champions. There is even advice on 
how to structure a superhero team as a 
corporation. 

St #434 112 pgs Call 


COLLECTOR'S EOITION 


Middle-earth Role Playing™ 
2nd Edition/Hardbound 
Middle-earth Role Playing Second Edi- 
tion (MERP™ IT) includes new mate- 
rial, but remains the same rules system 
and is fully compatible with the first 
edition MERP and its dozens 
of sourcebooks & supplements. 
MERP II provides expanded Middle- 
earth peoples descriptions with new 
specific backgrounds. There are now 
predesigned Character Templates that 
enable both novices and Lord of the 
Rings Adventure Game™ afficionados 
to start playing quickly! New artwork 
and layout make the presentation and 
organization of MERP II just what 
today’s players want—an accessible, 
user-friendly rules system. Gamemaster 
Guidelines. MERP II will bring the most 
popular fantasy trilogy, The Lord of the 
Rings, to life as never before! 

St#2000 272 pgs 


Middle-earth 


$30.00 | 


Middle-earth® 
In late 1993, ICE released the 


Hardbound Printing of MERP 2nd 
Edition. The remaining backlist 


titles from the previous edition are 
usable with the 2nd Edition rules. 

Several popular game aids will be- 

come available through the first 

quarter of 1994. The MERP Com- 

bat Screen™ 2nd Edition version is 

already available. The MERP Ac- 

cessory Pack™ features color char- 

acter stand up counters & displays 

for a deluxe set-up of role playing 

in Middle-earth. The release of 
two poster maps of Middle-earth 

ina flat format will be welcomed by 

many fans of MERP as well as 

Tolkien. Second quarter MERP 
releases will feature campaign, ad- 

venture and detailed source mate- 

rials suitable for beginning and ex- 

perienced explorers alike. Arnor™ 
will include material from some of 
ICE’s previous best-selling cam- 

paigns (Rangers of the North™ and 

The Lost Realm of Cardolan™) as 

well as new material to cover an 

entire realm in one book! Palantir 
Quest™ will offer players an ex- 

tended series of adventures that 

culminate in the successful recov- 

ery ofa Palantir, and Minas Tirith™ 

will mark the return of yet another 

best-seller. 


Middle-earth 


Middle-earth Role Playing™ 2nd 
Edition/Softcover 

The same contents as the hardbound, 

and at a super price! 


St #2001 272 pgs $20.00 
MERP™ 2nd Edition Accessory Pack 
Available April 94 


This boxed play aid for use with Middle- 
earth Role Playing Second Edition 
rulesbook gives players everything they 
need for a deluxe set-up of their role 
playing events! An ideal accessory for 
newcomers and veterans alike! Con- 
tents are: one 16 page B&W book of 
displays & floorplans for adventure 
material in the MERP 2nd Edition 
rulesbook, one 32 page B&W book with 
an additional introductory adventure, 
one new 16 page color book of displays 
for use with the 32 page adventure, 
color cardboard characters (with some 
new characters added) & stands, dice 
and plastic hex sheet overlays. This is 
not a complete game—MERP rules re- 
quired. 

St #2002 Boxed Call 
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Middle-earth Campaign 
Guide + map 

The must-have background sourcebook 
for Middle-earth Role Playing 2nd Edi- 
tionrules, the Campaign Guidebook gives 
you 112 packed pages + a full 24" x 36" 
color map insert of Middle-earth. The 
well-documented reaches ofnorthwest- 
ern Endor, as well as the shadowy lands 
that comprise the rest of the continent 
are included in the in-depth coverage of 
the entire history of the West. Theme 
maps detailing topography, climate, 
trade routes & population centers will 
help any Middle-earth campaign. There 
are also guidelines for incorporating 
the Middle-earth setting into other 
major role playing systems, suchas ICE’s 
advanced level Rolemaster™., Also in- 
cluded is a comprehensive glossary of 
terms for the unique names Tolkien 
created for the people, cultures, and 
places of Middle-earth. The Elvish dic- 
tionary provides notes on pronuncia- 
tion and grammar. All in all this is a 
stellar publication for Middle-earth 
gamers and collectors! 

St #2003 112 pgs $20.00 


MERP™ 2nd Ed. Combat Screen 

A useful play aid for both players and 
gamemasters and for use with Middle- 
earth Role Playing Second Edition, this 
sturdy combat screen includes all the 
MERP tables needed for battles, ma- 
neuvering, and action. Speed up your 
role playing campaign with these tables 
at your fingertips! The screen measures 
34"x 11" and the two 17"x 11" reference 
sheets can be used as screen extenders. 
Most of this material was previously 
published in the combat screen for the 
previous edition of MERP. The Com- 
bat Screen will include some changes in 
tables corresponding to MERP 2nd Edi- 
tion, but is usable for all editions of 
MERP. 

St #2004 $8.00 


Middle-earth 


#2005 Arnor™ (M-E Realm) 
Available April '94 

Arnor is the initial release in the new 
Realms of Middle-earth series, usable 
with MERP 2nd Edition and all previ- 
ous editions of MERP. In the year 861 of 
the Third Age, Arnor was sundered. 
Thus the North Kingdom split into three 
independent, neighboring but lesser 
states Arthedain, Cardolan, and 
Rhudaur. This realm sourcebook de- 
tails the three sister kingdoms and their 
relations with one another. Much of the 
material covering Arthedain and 
Cardolan was previously available in 
Rangers of the Northand The Lost Realm 
of Cardolan. Much of the information 
on Rhudaur, together with more exten- 
sive lore concerning the inhabitants of 
sundered Arnor, has never appeared in 
previous modules. Arnorincludes color 
terrain maps detailing the lands of Ar- 
thedain, Cardolan, and Rhudaur. Color 
city maps depicting the avenues, gar- 
dens, and libraries of Annuminas; and 
the earthen dikes, stone walls, and high 
guard owers of fortified Fornost are 
also included. This debut of the Realms 
of Middle-earthseries will include three 
17"x22" color inserts. Arnoris a grand 
beginning to a super series! 

St#2005  —-416 pgs $30.00 
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VALAR & MAAR 


Valar & Maiar (Peoples of M-e) 
Lavishly-illustrated in black & white, 
this 96-page character compendium 
documents the Holy Ones, the guard- 
ians of Middle-earth. Here yov’ll find 
detailed descriptions of all the exalted 
Valar, including Manwë, Elbereth, Aulë, 
and the Black Enemy Morgoth . You'll 
also find complete summaries of the 
Valar’s immortal servants, the Maiar: 
including the noble Wizards like 
Gandalf and Saruman and awful over- 
lords like the fiery Balrog of Moria and 
Sauron, the Lord of the Rings. Cover- 
ing everything from enchanted powers 
and mystical magicitems, Valar & Maiar 
should delight any fan of Tolkien’s won- 
drous world. Perfect bound. 

St #2006 96 pgs $15.00 


#2007 Minas Tirith™ Citadels of 
Middle-earth Available July 94 
The first city-book previously published 
for Middle-earth Role Playing, returns 
as the first in a series of Citadels for 
MERP™ 2nd Edition. This new print- 
ing of Minas Tirith will feature a brand 
new, expanded and improved 7? ft. x3 ft. 
color city map insert! The new lay-out 
will make this book full of all the infor- 
mation you need to take your campaign 


2 4 


Middle-earth 


to the famous Guarded City of Minas 
Tirith. The capital of Gondor is the 
preeminent symbol of the struggle 
against Sauron of Mordor. No other 
city in western Middle-earth offers 
greater hope for the defense of the Free 
Peoples. This printing of Minas Tirith 
will also include stats for the Lord of the 
Rings Adventure Game ! 

St #2007 272 pgs Call 


#2008 Middle-earth 
Role Playing Poster Maps™ 
Available April ’94 

Finally, ICE’s original map of Middle- 
earth is available again in poster for- 
mat! This 2 ft. x 3 ft. poster map in- 
cludes the wild lands — north, west, 
south, and east — and does not have a 
grid overlay. This map will also be on 
heavier paper than the gridded map 
included in ICE’s Middle-earth Cam- 
paign Guide (ST#2003). Also included 
in this finely packaged tubed set is ICE’s 
second major map, Northwestern 
Middle-earth, that first appeared in the 
second guidebook and is currently avail- 
ablein ICE’s Northwestern Middle-earth 
Gazetteer (ST#4002). This map focuses 
on the most well known areas of Middle- 
earth where the action really is — from 
Arnor to Mordor and from Angmar to 
Gondor — this map presents a more 
close up view of the settings for many of 
ICE’s campaign supplements than the 
original Middle-earth map. The North- 
western Middle-earth map is 22 in. x 34 
in. and will also be on heavier paper 
without a grid overlay. These two ac- 
claimed maps in poster format — NO 
CREASES! — are sure to be a must for 
any Middle-earth gamer or enthusiast. 
St #2008 maps Call 


Middle-earth 


Palantír Quest™ Available May '94 
Strange portents in the great Seeing- 
stone of Minas Tirith give promise that 
one of the lost Palantiri of the North has 
returned to the lands of Men. Can your 
adventurers find this legendary trea- 
sure and bringit to King Elessar? Rogues 
of the wilds, blizzards out of the 
Forodwaith, and the greed in Men’s 
hearts all conspire against you in this 
supplement for use with MERP. Meet 
the challenges posed in this extended 
series ofadventures—a campaign—that 
culminate in the successful recovery of 
a Palantír. Palantír Questis suitable for 
players moving up from the Lord of The 
Rings Adventure Game to MERP or for 
those discovering fantasy role playing 
for the first time with MERP 2nd Edi- 
tionrules. The quest is also suitable for 
the experienced GM who wants excit- 
ing, detailed, linked scenarios that re- 
quire no extra set-up work. Palantir 
Quest is also usable with Rolemaster, 
ICE’s advanced FRPG. All the NPCs 
and sites involved are fully described, 
and the course of the adventure is com- 
pletely charted. 

St #2009 144 pgs Call 


Northwestern Middle-earth 
Gazetteer™ 

This gazetteer is the first available com- 
ponent of the upcoming Northwestern 
Middle-earth project. The gazetteer cov- 
ers every significant locale in this im- 
portant region. Includes a gridded, col- 
orful reference map. 

St #4002 160 pgs $20.00 


Angus McBride’s Characters of 
Middle-earth™ 

Enthusiasts and collectors now have 

access to nearly 30 full color plates of 

superb art and characters created by 

Angus McBride for the MERP game. 

St #8007 64 pgs $14.95 


Greater Harad™ 

Greater Harad is located south of the 
burning sands of Far Harad, near the 
seven cities of Sirayn. 

St #3111 80 pgs $14.00 
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The Middle-earth titles listed on 
this page are fully compatible with 
the new MERP 2nd Edition. 
Much, but not necessarily all, the 


material that these books cover will 
eventually be improved, updated, 
and combined into new releases. 
Until then, get these titles while 


supplies last! 


Minas Ithil™ 

Minas Ithil deals with Minas Tirith’s 
sister city, destined to fall to Sauron’s 
Witch-king and become the horrific 
Minas Morgul. 

St #8302 128 pgs $18.00 


Calenhad™ 

Calenhad, one of Gondor’s seven Bea- 
con Towers, presents a crucial fortress 
in the defenses of the South Kingdom. 
St #8203 48 pgs $9.00 


Nazgil’s Citadel™ 

Brooding above the ruins of an ancient 
city in Greater Harad, the fortress of the 
Storm King harbors the Army of the 
Southern Dragon. 

St #8205 112 pgs $14.00 


Mouths of the Entwash™ 

Come to the Entwash, where smuggling 
has become a local tradition. 

St #8011 40 pgs $7.00 


Warlords of the Desert™ 

Visit the bustling port city of Dar, where 
you ll meet traders and rogues from Far 
Harad and beyond. 

St #8012 40 pgs $7.00 
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Middle-earth 


Rogues of the Borderlands™ 

Set in the foothills of the Blue Moun- 
tains, this module details the adventur- 
ous frontier of Arthedain. 

St #8014 40 pgs $7.00 


Ghost Warriors™ 

Venture into the forgotten Underdeeps 
(with a new mapping system) to quell 
the menace of Dunnish Wights and 
their powerful shaman. 

St #8016 48 pgs $10.00 


Perils on the Sea of Rhtin™ 
Anancient evil stirs on the Isle of Wrath 
in the Sea of Rhian. 

St #8110 32 pgs $6.00 


Denizens of the Dark Wood™ 

The Necromancer’s presence in 
Mirkwood has brought Orcs, Trolls, 
and Giant Spiders. 

St #8111 32 pgs $6.00 


Hazards of the Harad Wood™ 

Secrets hide within Far Harad’s Vale of 
Tears. 

St #8112 32 pgs $6.00 


The Necromancer’s Lieutenant™ 
Confront the Easterling who master- 
minds the gathering of an army in the 
shadows of Mirkwood. 

St #8113 32 pgs $7.00 


Middle-earth 


Lord of the Rings Adventure Game™ 
(LOR) Boxed Set 

LOR introduces novices to role playing 
in Middle-earth. It’s easy and fun— 
there’s no weighty tome of rules that 
must be read before the entertainment 
begins. Instead, the first pages of the 
adventure, Dawn Comes Early, explain 
the most basic concepts. Then the play- 
ers choose characters and you're play- 
ing before you know it. 

St #LRO Boxed $18.00 


Over the Misty Mountains Cold™ 
Come adventure in the Misty Moun- 
tains and encounter Stone Giants, 
Dwarven ruins and hordes of Goblins. 
Moraglar, a Dark Elfin the service of the 
dread master of Dol Guldur, lengthens 
the shadows surrounding his forest keep 
with diligent cruelty. Numerous GM 
notes and Examples as well as the di- 
rected structure of the scenario enable 
the novice GM to run this adventure 
with assurance. Maps and floor plans 
for important sites are provided. This 
series is especially suited to fans of 
Middle-earth who are new to role play- 
ing. 

St #LR2 64 pgs $10.00 


Lord of the Rings™ 
_ Like us, you thought The Hobbit 
was a great read, and The Lord of 
the Rings unsurpassable. And now. 
you're hoping to find more of 
Tolkien’s magic in a game. You’re 
in luck! Playing Lord of the Rings 
Adventure Game™ (LOR™), you'll 
experience that magic in a new 
way—more immediate than books 
and more challenging than day- 
dreaming. 

LOR is our first truly introduc- 
tory role playing game system. 
Open the first book, and you start 
playing right away. 


Darker than the Darkness™ 

Rusark the Implacable has been dead 
many long centuries, but his lust for 
power persists beyond the grave. Darker 
than the Darkness continues the adven- 
ture started in the LOR boxed set. This 
module also includes the third LOR 
adventure, Bad Men, Full O’ Thievery. 
St #LR1 96 pgs $12.00 
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ICE on the Road 


ICE on the 
Two-Lane Blacktop 


Though many of you have seen far too 
much ice on your roads this winter, we 
do want you to know how to find us 
(ICE) on the road at conventions this 
spring & summer! 


GAMA Trade Show 
March 29 through 31 
New Orleans, LA 
Booths #17 & #18 


Origins 
July 7 through 10 
San Jose, CA 
Booth Area 17D&E — 19D&E 


GEN CON® 
August 18 through 21 
Milwaukee, WI 
Booth Area 123 Main Hall 


Frankfurt Book Fair 

October 5 through 10 

Frankfurt, Germany 
Hall 4.0, Aisle K, Stand 910 


If you are interested in getting support 
from ICE for events you run at regional 
cons, or for in-store demos & gaming, 
please feel free to contact us directly! 
We need as much notice as possible, 
and ask that you complete one of our 
convention support request forms. Just 
call 1-800-325-0479 for more info! 
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...And on the Information 
Superhighway! 


Gemstone III ™ On-line Game 

ICE has licensed Simutronics Corpora- 
tion to use the Rolemaster™ system and 
the Shadow World™ setting for their 
on-line game, Gemstone III™ on the 
GEnie*network. Not only are the other 
players human, so are the on-line 
Gamemasters! Warm up your modem 
and get on-line. For information on the 
GEnie® network, call 1-800-638-9636 
(US or Canada) or write GEnie, °/o GE 
Information Services, PO Box 6403, 
Rockville, MD 20850-1785. 


ICE and Hero Data Goes On-Line 
Bulletin boards and discussion areas 
about ICE and Hero products can be 
found on GEnie®, America Online®, 
and CompusServe®. Look for topics such 
as ICE, HERO, Rolemaster, Silent 
Death, etc. Hard-core deckers can leave 
e-mail to ICE via Internet mail address: 
1.C.E@GENIE.GEIS.COM (Note there is no 
period between the £ and the @.) The 
Cybernauts who monitor these services 
are frequently busy, so be patient if you 
are waiting for a response. 


Hero aficionados should check out 
Heromaker™ software for IBM PC com- 
patibles (requires MS-DOS 3.1+, 640K, 
a mouse and EGA or better). Just pick 
the abilities you want and your charac- 
ter is created, ready to print! Not avail- 
able from ICE, contact Hero Software 
Inc., PO Box 699, Aptos, CA 95001- 
0699. Send $25 +$3 S&H. CA residents 
add 8.25% sales tax ($2.06).Shipped on 
720K 3.5" or add $2 for 5.25" (specify 
360K or 1.2M). Allow 6 to 8 weeks for 
delivery. Orders are subject to a 
shrinkwrap license agreement which is 
available upon request. 


Silent Death: 


A fast-paced game of 
Space Fighter Combat 


